7 3 
CURES E = LEES Led ut E —o roo rina e — > " I 


nture Game 


(ROI 





rights reserved. 





^ y the Evil Book of 
Piisi is to prevent it 7و‎ being created!” 


_ And with these words from Me eat Wizard, you realize ~ 
the adventure you thought had ended estron has only just begun. 
As Mesron begins his mystical inthntalion; you feel a darkness en- 


veloping you, the air crackling with afjune y 27 The very fabric 
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fantasy gaming So awe-inspiring, it sur- 
passes even its legendary predecessor! 

Its all-new, state-of-the-art graphics is 
nothing short of stunning. The beautiful 
visual presentation of the magical world — 
from the wilderness and towns to the count- ` 
less characters and monsters — is UU 

E breathtaking. 
Explore the dungeons and. see ou 
owning lory: They are shown as 3-| 
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from the == and towns to the count- 
characters an: 一 
— monsters — is truly 
Explore the dungeons and see 
our 
Ser ing glory They are shown as 3-D 
displays — fully rendered and animated 
Overhead view is presented 
=> help you get your bearings 
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I. Getting Started 5. Atari ST Family: Insert your copy of 
the game disk into your disk drive, Turn 
A. BOOTING INSTRUCTIONS on your computer. The game will self 
boot from this point. Most g; 
1. For All Computers: Make a copy of beet game oper 
the game disk with a commercial n en E € Ss Gone E keyboard 
program or your computer's disk copy San also be. done with thes ok 
routines. Put your original aside and play : i 
to your copy of the game disk or ona Fe = EN BES 
en Ben LATE 
mien card and history book handy: from NB CI Seco of the game disk, The game will 
timc to time you'll have to use m To self boot from this point. Most game 
í operations that can be done with the 
ea cn S hee Keyboard can also be done with the 
doce defective copies on the Commodore. — — 
If you experience any problems, call the 
SS Technical Hotline at (415) 964-1200, II. Game Control 
for a list of copy programs which work. 
Or Li را‎ FERE A. INTERACTING WITH YOUR 
2. Apple Family: Insert the game into COMPUTER 
your disk drive with the “Boot” side QE can be RES fom the bo 
i . Turn on your computer. oard (all computers), with a joysuc 
[SUUS us E (Apple II and Commodore 64), or with a 
3. Commodore Family: Plug your mouse (IBM, Atari ST, and Amiga). 
joystick in port 2. Turn on your disk drive 2 Er 
and then your computer. On the 1: Movement in Oseipes Viem هذ‎ 
Co odore 128 hold down the Com- overhead view you can move up, down, 
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1 i „With a joystick push in the 
dore Key while turning the computer right, and left N y 
5 Tot AR ordi oe disk direction you wish to go- xm RUE 
drive with the “Boot” side facing up. Type place the pointer on the a 5 at a 
OAD?*? 8,1 and press RETURN. direction you want to go and click the le 
E 4 p button. From the keyboard you use the 
4. IBM and Compatibles: Start your cursor keys to move. The Commodore 
= “a” n 
computer with the DOS diskette. If you can pe re oe. LEA ES e 
don't see the A prompt (A>) type A: and move mus ES SHIT Es nn 
E ENTER ددا‎ une EN: : RETURN key to d up, the arrow keys 
dick drives Type STN ope tar and the “/” key to 
done with the keyboard can also be done move down. 
with a standard mouse. 
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— = 2 cked with certain wea) ms. So: 
———" “| should never be attacked at all! By p 
— 3 | ing to rumors, reading the a 
— cen | history booklet, and through MUS D 
LI RE 一 一 | experience you'll learn how to de 
= each different type of creature. 


j utdoor adventure is shown on a vast 
| ling overhead map. While outside 
you'll notice 
well as different symbo ee 
ings, and other places of ım, 
e check a any symbols on the map 
by moving onto them. This allows you to 
visit places and board transportation. You 
can also learn about the terrain types by 
“Examining” them as you walk through. 
Each type of terrain has its own character- 
istics and unique monsters. 


as 


C. TOWNS, CATHEDRALS, & 


CASTLES 

While outdoors, any town, cathedral, or 
castle can be entered by walking onto Its 
symbol on the Outdoor map. When you 
enter, the scale will expand and you'll be 
able to walk from room to room and 


building to building. 





| TOWNS offer a place to rest, gamble, buy 
| goods, rob stores, and otherwise partake 
in the joys of civilization. Your tongue will 
be as useful as your sword as you seek out 
rumors, gossip, and other information of 


import. 





| CATHEDRALS are magical places con- 
trolled by holy ones. Nothing is obvious 

| in a cathedral; there are both traps and 
rewards, But you will have to discover 
their secrets to complete your glorious 


| quest. 


| 








S 
DOMES ar labyrinths of 


are sec! 

na ied $ th goea RE. 1 

1 >] have 1 HE 
Bea 

ra 

and power: 

en in three 
B ngeons ar en DUC will ect 

i i rspective- A 

ee dé survive the EO into 
me con e deeper © re 
the dung: p ‘he 


vases, coffins, 
When you first enter a 
moment to become nae 
i jonal view: 
dimensio ally move, 


a 
dungeon, take 
1 ith the three 


change your 
an object and turn 0 
object in front of 
Jp you n 

legendar scroll can he 
人 eae The scroll remembers € 


tep you take to create a 1 
E halls. The map disap. 


very 


you leave the dungeon. 


| EEL 


STRATEGIC SIMULATIONS, INC. 





©1988 by Strategic Simulations, Inc. 
All rights reserved. 





5. Atari ST Fami 
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6. i = 
Amiga Family: Boot your syste: 


bl ave 
Ormatted di game disk or o; Ki ; 
mand diske na ckstart 1.2 eae 
e AU d histo; y pis your com. puter asks ied Ee When the com. g 
look up e YO ha andy: from Your copy of the ري‎ tisk ins 
mea Ve to use them to self here 5 a disk. The game will 
i m this point. Most 
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Operations that can be 
done with 

Ve co keyboard c with the 

le Commodore. mouse, an also be done with the 


II. Game Control 


2. A Programs which work, 
* Apple Family: AY 
H 3 y: Inse N . INTERACT d 
Your disk drive with SU = COMPUTER ING WITH YOUR 
e 


Questron II can be 
played fro - 
paara (all computers), with Reo 
(Apple II and Commodore 64), or witha 
mouse (IBM, Atari ST, and Amiga). 


cing up, 
P. Turn on your Computer, 


3. 

en Family: Plug your 

PER In port 2. Turn on your disk driv 
s dS computer. On the à 
E ss as 128 hold down the Com- 
on. E in pe di CIC 
drive with the “Boot” side f na 
LOAD”*” 8,1 and press RETURN 3s 


1, Movement in Overhead View: In 
overhead view you can move up. dem 
right, and left. With a joystick push in the 
direction you wish to go. With a mouse 
place the pointer on the window in the 
direction you want to go and click the left 
button. From the keyboard you use the 
Cursor keys to move. The Commodore 64 
can use the “@” key to move up, “:” to 
move left, “;” to move right, and “/” to 
move down. The Apple IL« can use the 
RETURN key to move up, the arrow keys 
to move left and right, and the “/” key to 
move down. 


4. IBM and Compatibles: Sta 

computer with the DOS (ee en 

don't see the A prompt (A») type A: and 
press ENTER. Insert the game in your A 
disk drive. Type START and press EN- 
TER. Most game operations that can be 
done with the keyboard can also be done 
with a standard mouse. 
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B. COMMAND LIST 


comman i 
any ds may be unavailable or deacti- 
ed in some situations. 


USE ITEM | 
| - Use ani 

Mi) Some ee 4 
Proper time and place poe 


WEAR - We 
AN = Wear your armor, Armor doesn’ 
provide protection until you one 


XAMINE - Examine the world around 
you for useful information, For example 
you use "Examine" in the dungeon to 
search for and avoid traps. 


ms to pick and 
will have to 


s. 
nnin, 


III.Your Character 


A. ATTRIBUTES & STATUS 
Your character's status is listed on screen 
in the following values: 


HP or Hit Points: This represents how 
much damage you can take before you are 
killed. If your Hit Points reach zero you 
dic. 


Food: This is the number of days of food 
ou have. You buy food in towns, and you 
starve if you run out. 


Gold: This represents how much moncy 
have on you to buy things with. You 
have money in nk that isn't 


Ifyou take an “Inventory” of your 
characters poss ou will also see 

nd other status 
information. 


Level: This name represe 
you are in the quest. You be 


Time: This measures how long since the 
fthe quest. As it gets later 
more power ful and 
the politics of Landor begin to change. 


The characters attributes represent how 
fit he is ina number of areas. The 
utes include: 

Charisma: This 

better prices on some 


attrib- 


Strength: This helps determine the dam- 
age you cause When attacking an enemy- 


ty: This helps determine your ability 
A blows and to avoid the return 
blows of your opponents- 


Intelligence: This helps determine how 
reliable your magic spells are- Only a 
highly intelligent character can use magic 
well. 


B. MAGIC 
You can buy 4 different Kinds of spells. 
You pay for cach use of à spell individually. 
The spells are: 
Magic Missile: This is à single target 
damage spell. 


Fireball: This is A more powerful single 
target damage spell. 


Sonic Whine: "This is a spell that attacks 
all adjacent enemies. 


Time Sap: This spell slows the enemies 
sense of time to “freeze” them. 


c. YOUR INVENTORY 
All of your equipment is divided into three 
categories: weapons, armor, and items. 
Weapons add to the damage you do an 
occasionally have other uses. Use the 
“Arm” command to get à weapon from. 
our inventory Or change Weapons: Use 
the “Fight” co strike at an 
opponent. Arm: 
ou 


our inventory 
include everything else yO 
“Use Item” command activate 
the item is useful in your curre 


When you begin, your choices of arms and 
armor are Very limited. As yO 

more powerful you will have 

obtain better arms and armor. 
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weapons against this abomi sharp tusks and a bad temper. experienced adventurer may feel 
tion. omina: Like all boars, this creature will 1 deep, low rumbling from be- 
eat anything it can find, includ- ON. 
ing adventurers. Tales say the 
tusks of the boar have been Ramdart - Ramdarts can be 






found wandering the grasslands 


known to slice people in half. A : 1 
aimlessly. Unlike normal rams, 


spear is the classic weapon used 


























to hunt boar. the Ramdarts have proven 
themselves to be carnivorous. 
1 Antisaur - Although not as With a victim in sight, the 
common as it used to be, the Ramdart will charge at high — 
| Antisaur is still seen in Landor. speed, attempting to impale him 
x with its sharp horns. 


The insect resembles a giant ant, 
but with a much thicker, stone- 
like exoskeleton. When cor- 
nered, the Antisaur can burrow 
quickly as an escape, but will just 
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Family: Boot your system using 
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